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Game Developers are artists, creators of products and entertainers. 

Game developers have all 3 of these aspects but they are not always reasonably balanced and even 
unhealthy if unbalanced enough. 

Artist element: 

The artist element is about experimenting and creating a certain experience for the player in emotion, 
new gameplay or story. 

Creator of products element: 

The creator of products element is about seeing players as consumers or seeing the game as making 
money and changing the accordingly. (This can take certain forms such adding microtransactions to 
make more money or making the game moddable to make the game last longer for the community) 

Entertainer element: 

The entertainer element is about creating an engaging experience for the player and focusing on making 
the player want to play the game. 

Game developers that are more creators of products may create games around making money, coming 
up with business strategies that may harm the game such as day one DLC or exclusive preorder content. 

Game developers that are more artists may create games that focus on trying to get the player to feel a 
certain emotion or using unconventional mechanics which sometimes end up making the game not 
engaging or frustrating. 

Game developers that are more entertainers may create games that are about fun and less about the 
meaning behind the elements within the game sometimes using known mechanics but with a twist. 
They might end up making games that are fun which may not try to push games forward (which is not a 
bad thing). 

Creators of products and artists conflict with each other at times but entertainers have more chance of 
working with artists and creators of products without as much hassle. If the Creator of products element 
or Artist element is too valued in a developer, it can hard for them to even work with the entertainers 
and will hinder the final product. 

AAA dev's tend to have more of a Creator of products element in them. 
Indie dev's tend to have more of an Artist element in them. 

When a game is created it reflects the person in charge of the project and their 3 aspects and shows 
which ones are the most valued and which ones are the least valued by that person. 


